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Character Sheet 




AC ■ FORT ■ REF ■ WILL 



Conditional Bonuses 

Hit Points 






Max HP 7fi 

(Bloodied 13 ) 


Temp HP 



Current Hit Points 



Healing Surges 

Surge Value Surges/Day 



8 



Current Conditions: 



Combat Statistics and Senses 



Initiative 



Conditional Modifiers: 



Passive Insight 



Passive Perception 



Special Senses: Normal 



17 



12 




Player Name/RPGA 

Paik 

Changeling Sorcerer 



Age Height Weight 

Action Points 



Medium 
Size 



Deity 



Action Points 



Milestones 
0 
1 

2 



Action Points 
1 
2 
3 



Effect: Gain a standard action this turn. 
Special: You are reset to one action point when you 
take an extended rest. You gain an action point 
each milestone. 



Second Wind (one per encounter) 
□ Used 

Effect: You spend a healing surge and regain hit 
points equal to your surge value. You gain a +2 
bonus to all defenses until the start of your next 
turn. 

Death Saving Throw Failures 

□ □ □ 



Saving Throw Mods 



Resistances/Vulnerabilities 



Current Conditions and Effects 



Basic Attacks 



Melee 



Widow's knife 



ld4 



Strength vs. AC 

Ranged 



Damage 



Widow's knife 



ld4+3 



Dexterity vs. AC 



Damage 



Languages 

Common 



Total XP 



Abilities 



STR Strength 



CON Constitution 



n 



14 



WIS Wisdom 



CHA Charisma 



Skills 



10 



18 



Level 



1000 




DEX Dexterity 


16 


3 


INT Intelligence 


10 


0 



Check 



_ 



Acrobatics 


Dexterity 




3 1 


Arcana 


Intelligence ^ 


5 1 


Athletics 


Strength 




o 1 


Bluff 


Charisma 


v I 


11 1 


Diplomacy 


Charisma 




4 | 


Dungeoneering 


Wisdom 




o 1 


Endurance 


Constitution 




2 I 


Heal 


Wisdom 




o 1 


History 


Intelligence 




0 1 


Insight 


Wisdom 


V 


7 | 


Intimidate 


Charisma 


V 


9 I 


Nature 


Wisdom 




o 1 


Perception 


Wisdom 




2 I 


Religion 


Intelligence 




o 1 


Stealth 


Dexterity 




3 1 


Streetwise 


Charisma 




4 | 


Thievery 


Dexterity 




3 | 



Paik 



Player Name 
Character Details 



Character Name 



Background 



Southern Wastes - Secret Order 



Theme 



Chaosmade 



Mannerisms and Appearance 



Adventuring Company 



Companions and Allies 



Session and Campaign Notes 



Other Notes 



Personality Traits 


Main Hand 








Widow's knife 







Equipment 



Head 



Arms 



Rings 



Feet 



Other Equipment 



Adventurer's Kit 
Dagger (4) 
Widow's knife (5) 




Neck 



Hands 



Rings 



Off Hand 



Waist 



Armor 



Cloth Armor (Basic Clothing) 



Tattoo 



Ki Focus 



Total Weight (lbs.) 


47 


Treasure 




76 gp 




0 gp banked 





Carrying Capacity 
(lbs.) 



Normal 

Heavy 
Max 



110 



220 



550 



Paik 



Player Name Character Name 

Racial Features 



Change Shape 

Use changeling disguise as an at-will power 
Changeling Trick 

You have the changeling trick power. 

Class/Other Features 

Chaos Burst 

Even on the first attack roll of your turn gives 
+ 1 AC, odd gives a saving throw 
Chaos Power 

Add Dexterity modifier to damage, +2 at 11th, 
+4 at 21st 

Chaosmade Starting Feature 

Gain elemental origin and the seed of chaos 
power 




Mental Defense 

+ 1 to Will 
Shapechanger 

You have the shapechanger quality. 



Spell Source 

Each sorcerer has a Spell Source 
Unfettered Power 

On a 20 slide 1 and knock prone. On a 1 push 
each creature within 5 of you 1 square 
Wild Magic 

Gain the Wild Magic class features 



Wild Soul 

Gain a random resist each day. Pierce that 
resistance 



Feats 



Sorcerous Blade Channeling 

Use dagger to make ranged attacks as melee 
attacks 



Paik 

Level 1 Changeling Sorcerer 



SCORE ABILITY MOD 




0 



Passive Insight 



Passive Perception 



Player Name: 



Skills 



Acrobatics 


Dexterity 




3 


Arcana 


Intelligence 


• 


5 


Athletics 


Strength 




0 


Bluff 


Charisma 




11 


Diplomacy 


Charisma 




4 


Dungeoneering Wisdom 0 


Endurance 


Constitution 




2 


Heal 


Wisdom 






History 


Intelligence 




0 


Insight 


Wisdom 






Intimidate 


Charisma 


• 


9 


Nature 


Wisdom 




0 


Perception 


Wisdom 




2 


Religion 


Intelligence 






Stealth 


Dexterity 




3 


Streetwise 


Charisma 






Thievery 


Dexterity 




3 


• indicates a trained skill. 



Action Point 

Base action points: 1 




Effect: Gain a standard action this turn. 
Special: You are reset to one action point 
when you take an extended rest. You gain 
an action point each milestone. 



Encounter Special 



Melee Basic Attack 

At-Will ♦ Standard Action 



Ranged Basic Attack 

At-Will ♦ Standard Action 




Chaos Bolt 

At-Will ♦ Standard Action 




Widow's knife: +3 vs. AC, ld4 damage 
Melee weapon Target: One 

creature 



You resort to the simple attack you learned 
when you first picked up a melee weapon. 

Keyword: Weapon 

Attack: Strength vs. AC 

Hit: 1[W] + Str modifier (+0) damage. 

Level 21: 2[W] + Str modifier (+0) 
damage. 



Additional Effects 



Basic Attack 



Widow's knife: +6 vs. AC, ld4+3 damage 
Ranged weapon Target: One 

creature 



You resort to the simple attack you learned 
when you first picked up a ranged weapon. 

Keyword: Weapon 

Attack: Dexterity vs. AC 

Hit: 1[W] + Dex modifier (+3) damage. 

Level 21: 2[W] + Dex modifier (+3) 
damage. 



Additional Effects 



Basic Attack 



Dagger: +4 vs. Will, ldlO+7 damage 
Ranged 10 



A bolt of many-colored light leaps from your hand and 
screams toward an enemy's head. 

Keywords: Arcane, Implement, Psychic 

Primary Target: One creature 

Primary Attack: Charisma vs. Will 

Hit: ldlO + Cha modifier (+4) psychic damage. 

Wild Magic: If you rolled an even number for the primary 
attack roll, make a secondary attack. 

Secondary Target: One creature within 5 squares of the 
target last hit by this power 

Secondary Attack: Charisma vs. Will 

Hit: ld6 psychic damage. If you rolled an even number for 
the secondary attack roll, repeat the secondary attack. You 
can attack a creature only once with a single use of this 
power. 



Additional Effects 



Sorcerer Attack 1 



Energy Strobe 

At-Will ♦ Standard Action 




Whirlwind 

Encounter ♦ Standard Action 



Dagger: +4 vs. Reflex, ldlO+7 damage 

Ranged 10 Target: One 

creature 



As a beam of energy lances from your hand or eyes, part of 
it swirls around you as a temporary flickering shield. 

Keywords: Arcane, Implement, Varies 

Attack: Charisma vs. Reflex 

Hit: ldlO + Cha modifier (+4) damage. Roll a d6 to 
determine the attack's damage type. You gain resist 5 
against the type of damage your attack deals until the end 
of your next turn. 

1. Cold 

2. Fire 

3. Force 

4. Lightning 

5. Radiant 

6. Thunder 

Special: You can use this power as a ranged basic attack. 



Additional Effects 



Sorcerer Attack 1 



Daily ♦ Standard Action 



Dagger: +4 vs. Fortitude, ldlO+7 damage 

Area burst 1 within Target: Each 

10 squares creature in the burst 



You create a small whirlwind that buffets 
creatures and knocks them off their feet. 

Keywords: Arcane, Implement 

Storm Magic: You can choose not to target 
a creature in the origin square of the burst. 

Attack: Charisma vs. Fortitude 

Hit: ldlO + Cha modifier (+4) damage, and 
you knock the target prone. 



Additional Effects 



Sorcerer Attack 1 



Used □ 



Dagger: +4 vs. Reflex, 3dl0+7 damage 

Ranged 10 Target: One 

creature 



An orb of arcane energy shifts colors as it hurtles toward your 
enemy. On impact, it erupts with damaging force, releasing the 
energy that was dominant at the time of impact. 

Keywords: Arcane, Implement ; Varies 

Attack: Charisma vs. Reflex 

Hit: 3dl0 + Cha modifier (+4) damage. Roll a d6 to determine the 
attack's damage type and effect. 

1. Yellow: Radiant damage, and the target is dazed (save ends). 

2. Red: Fire damage, and each creature adjacent to the target 
takes fire damage equal to your Dex modifier (+3). 

3. Green: Poison damage, and ongoing 5 poison damage (save 
ends). 

4. Turquoise: Lightning damage, and you slide the target a number 
of squares equal to your Dex modifier (+3). 

5. Blue: Cold damage, and the target is immobilized (save ends). 

6. Violet: Psychic damage, and the target takes a -2 penalty to AC 
(save ends). 

Miss: ldlO damage. Roll a d6 to determine the attack's damage 
type and effect, as above. 



Additional Effects 



Sorcerer Attack 1 



Used □ 



Arcane Defiling 

At-Will ♦ Free Action 



Personal 



You draw upon the vitality of nearby life to fuel 
your magic, heedless of the harm you cause to 
the land and your allies. 

Keywords: Arcane, Necrotic 

Trigger: You make an attack roll or a damage 
roll as part of an arcane daily attack power. 

Effect: You can reroll the triggering roll but must 
use the second result. In addition, each ally 
(willing or unwilling) within 20 squares of you 
takes necrotic damage equal to half his or her 
healing surge value. This damage ignores 
immunities and cannot be reduced in any way. 

Special: You can use this effect once for any 
arcane daily attack power you use, affecting any 
single attack roll or the damage roll for that 
power. 



Additional Effects 



Changeling Disguise 

At-Will ♦ Minor Action 



Personal 



You alter your form to look like another 
person. 

Keyword: Polymorph 

Effect: You alter your physical form to take 
on the appearance of any Medium humanoid. 
You retain your statistics in your new form, 
and your clothing, armor, and possessions do 
not change. The new form lasts until you 
change form again. 

Any creature that attempts to see through 
your ruse makes an Insight check opposed by 
your Bluff check, and you gain a +5 bonus to 
your check. 



Additional Effects 



Changeling Racial Power 



Object Projection 

At-Will ♦ Minor Action 



Personal 



Your force of will teleports an object a short 
distance away. 

Keywords: Psionic, Teleportation 

Effect: You teleport an object you are 
holding in one hand to an unoccupied square 
within 10 squares of you or to a willing 
creature within 10 squares of you. 



Additional Effects 



Wild Talent Cantrip 



Changeling Trick 

Encounter ♦ Minor Action 



Seed of Chaos 

Encounter ♦ Free Action 



Melee 1 



Target: One 

creature 



Your feint tricks a foe into giving you an 
advantage. 

Effect: You make a Bluff check opposed by 
the target's passive Insight. If your check 
succeeds, you gain combat advantage 
against the target until the end of your next 
turn. 



Additional Effects 



Changeling Racial Power 



Used □ 



Ranged sight 



When extra effort is called for, your chaos-touched being 
cannot help but respond. 

Keyword: Elemental 

Trigger: You or an ally you can see spends an action point 
to make an attack. 

Effect: After the attack is resolved, roll a d6. The 
triggering character gains the resulting benefit. 

1. The character gains a +2 power bonus to attack rolls 
until the end of your next turn. 

2. Until the end of your next turn, the target of the attack 
takes 2 extra damage each time it is bit with an attack. 

3. The creature gains a +2 power bonus to speed until the 
end of your next turn. 

4. Until the end of your next turn, the target of the attack 
grants combat advantage. 

5. The character can make a basic attack as a free action. 

6. Until the end of your next turn, the target of the attack 
cannot shift. 



Additional Effects 



Chaosmade Utility 



UsedD 



